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WARNINGS 
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTIM 

EPILEPSY WARNING 

A very small percentage of individuals may experience epifeplit srizuir^ ■. In >< 
exposed to certain light patterns or flashing lights. Exposure (o err I a in p.illrm • r 
backgrounds on a television screen or while playing video games m.iv mil. 
epileptic seizure in these individuals. Certain conditions may induce undrii’i led 
epileptic symptoms even in persons who have no history of prior seizin'", m <-| uh | ■ 
If you, or anyone in your family, has an epileptic condition, consul! ymu \A^\^ u un 
prior to playing. If you experience any of the following symptoms vvlnlr pl.i n 
videogame — dizziness, altered vision, eye or muscle twitches, disoi mni.ih - ■ . In 
awareness, any involuntary movement or convulsions — EMM ED IA IMA dflCOIItl. 
use and consult your physician before resuming play. 

PROJECTION TELEVISION WARNING 

Strll pictures or images may cause permanent picture-tube damage or m»id (hi 
phosphor of the CRT. Avoid repeated or extended use of video games on l,<> 
screen projection televisions. 

SEGA CO VIDEO GAME USE 

1 his CD-ROM can only be used with the Sega CD system. Do nol .ltlempi lo pl,< i 
CD- ROM on any other CD player; doing so may damage the headphones am I spi\\l * i 

This game is licensed by Sega for home play on I he Sega CD system only. Unautht rrlmJ 
copying, reproduction, rental, public performance or l.iroadt ust ml iliis ... <«. ,i 
violation of applicable laws. 

The characters and events portrayed in this game are purely lit tion.il ui 
to other persons, living or dead, is purely coincidental. 

ABOUT AUDIO CONNECTORS — ORIGINAL SEGA CD MODI l 

□ If your Audio connection is made from the Sega CD lo youi le-lcvrjnn v i h i mm i r 
use the Mixing Cable to connect the Headphone output jack on 1 lit .. ■■ tin 
Genesis to the Mixing input jack on the rear of the Sega t "D* 

IJ It your Audio connection Is made from the Genesis to the television (using 
the R3: cable or a Video Monitor cable), do not use the Mixing t Mi 

ESRB RATING 
This product has been rated by the Entertainment Software Rating In mm I I o i ■ - 
mation about the F.SRB rating, or to comment about the appropriating ol tin1 mi<. 
please contact the ESRB at 1-800-771-3772. 

FOR CAME PLAY HELP, CALL 
1-415-591-PLAY 

VISIT THE SEGA WEB FOR MORE INFORMATION AT 
HTTP://WWW. SEGAOA.COM 

For French Instructions, please call: 
Instructions en franca is, telcphoner au: 

1-800-872-7342 
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GETTING STARTED GRIDING THE BATMQBILE 
SETTING UP THE SEGR CD 
1. Set up the Sega CD and Sega Genesis"' systems by follow¬ 

ing the instructions in their manuals. Plug a controller into 
control port 1. 

2. Turn on the TV or monitor, and then turn on the Genesis. 
The Sega CD logo appears on screen. (If nothing appears 
on screen, turn the system off, make sure it is set up 
correctly, and then turn it on again.) 

3. Open the disc tray. Place the Sega CD compact disc into 
the tray, label side up. Close the tray. 

4. If the Sega CD logo is on screen, press Start on your 
controller to load the game. 

If the control panel is on screen, select "CD-ROM" and 
press Button A, B or C 

If the disc is already in the Sega CD when you turn it on, 
the game will load automatically. 

5. When the Title 
screen appears, 
press Start on your 
controller to begin 
the game. 

D-Pad Start 

1 Accelerate... Hold D-Pad up. 

I Brake................Hold D-Pad down. 

I Steer........Hold D-Pad left/right. 

I Fire guided missiles.. Tap Button A twice, 
once for lock-on and 
the second time to fire, 
after collecting a Guided 
Missiles power-up. 

I Fire smart bombs.. Press and hold Button A, 
after collecting a Smart 
Bombs power-up. 

I Initiate turbo speed.. Double-tap and hold 
Button B, after collecting 
a Turbo power-up. 

I Fire mini-rockets........... Tap Button C 

I Skip video; pause/resume .... Press Start, 

NOTE — 
See page 9 for more details on power-ups. 



BOTH HERDS UP DISPLAY 

1 SPEED 

The Batmobiles speed, in miles per hour (MPH). The bars fill 
upward as the vehicle's speed increases. 

2 LIVES 

Your remaining chances to win. The game ends when you 
run out of lives. 

3 TURBO 

Amount of turbo power available, shown by lighted bars. 

The bars appear when you collect Turbo power-ups. When 
turbo power is available, double-tap and hold Button Bfor 
a speed burst to catch up to villains or escape traffic jams. 

The bars dim as you use turbo power. When no bars are 
showing, turbo power is not available. 

4 LEVEL TIME/DISTANCE 

Most Batmobile levels are timed, and this number shows the 
seconds remaining before the level times out. 

One level is a distance challenge, and this number shows how 
much farther you must drive to complete the challenge. 

If the time runs out, or the Batmobile crashes before you 
drive the required distance, you must play the round over. 

5 BOSS DISTANCE 

How far you are from the main villain. When you catch up to 
the boss, you'll fight the final battle in the level. 

6 ENEMY RADAR 

Shows vehicles and objects in your path and behind you. 
The Batmobile's position is in the center. 

BOSS DAMAGE METER 

When you catch up to the level boss, the displays for 
BOSS DISTANCE and ENEMY RADAR change to the BOSS 
DAMAGE METER, Lighted bars change from green to yellow 
to red as you damage the boss. When the entire display 
glows red, the boss is defeated. 

7 STATUS 

Shows the power level of the 
mini-rockets, the number of 
guided missiles and smart 
bombs on board, and the 
percent of damage to the 
Batmobile. 

You can refill or increase the 
weapon supply by collecting 
power-ups. 

Try to keep vehicle damage to 
a minimum. Severe damage 
will put the Batmobile out of 
commission, and you must 
play the round over. 

Mini-Rockets 

Power Level 

(Up to 3 Each Side) 

Guided 
Missiles 

Smart 
Bombs 

4 5 



FLYIHG THE BflTUHNG BHIIUIHG HEHDS-BP DISPLAY 

D-Pad Start 

C 

B 

ft Dive..... 

ft Ctimb ... 

ft Steer..... 

ft Fire guided missiles 

ft Fire smart bombs .. 

ft Accelerate ... 

ft Fire mini-rockets. 

ft Skip video; pause/resume 

NOTE — 

Hold D-Pad up. 

Hold D-Pad down. 

Hold D-Pad left/right 

Tap Button A twice, 
once for lock-on and 
the second time to fire, 
after collecting a Guided 
Missiles power-up. 

Press and hold Button A, 
after collecting a Smart 
Bombs power-up. 

Hold Button B. 

Tap Button C 

Press Start. 

See page 9 for more details on power-ups. 

The Batwing's HUD is similar to the Batmobile's, 
with differences as noted: 

1 ALTITUDE 

The Batwing's height above sea level. The bars fill 
upward as the aircraft climbs. 

2 LIVES 

3 SPEED 

The BatwEng's velocity. The green bar lengthens 
as the craft's speed increases. 

4 LEVEL TIME 

5 BOSS DISTANCE 

6 ENEMY RADAR 

7 STATUS 

6 7 



WEAPONS 
MINI-ROCKETS 

Mini-rockets fire forward alternately from the left and right. 
You can squeeze off 10 shots before reload, which occurs 
automatically while the weapon is idle. Steer to aim your fire. 
Increase the mini-rockets' load and coverage with power-ups. 

GUIDED MISSILES 

Highly effective guided missiles lock-on targets, then home in 
for an explosive send-off! Tap Button A once to lock-on, and a 
second time to fire. Collect power-ups to arm this weapon and 
enhance its effectiveness. 

SMART BOMBS 

Smart bombs explode their targets and all surrounding enemies 
on contact. Press and hold down Button A for about 2 seconds 
to deploy. Collect power-ups to increase your supply of these 
devastating weapons. 

POWER-UPS 
TURBO 

Arm the Batmobile's turbo power feature. Tap and hold 
Button B to activate and use turbo power. 

MINI-ROCKETS 2X POWER 

Fire 2 rockets per side with each button press. Doubles your 
firepower for a total of 20 shots before reload. 

MINI-ROCKETS 3X POWER 

Fire 3 rockets per side with each button press. Doubles your 
firepower for a total of 30 shots before reload. 

SPRAY 

Launch mini-rockets in a triple spray from the front and both 
sides of your vehicle. 

GUIDED MISSILES 

Arm your vehicle's missile launcher. 

LOCK-ON RADAR 

Speed up your mini-rocket and guided missile firing time 
by locking-on to targets more rapidly. 

SMART BOMBS 

Increase your supply of these weapons. 

BATMAN 

Gain an extra life. 



HCT1: POISON ion PLOT! 
Calling all cars! Holdup 
in progress at Gotham 
Federal Bank, Poison 
fvy has been identified 
as the felon. Her thugs, 
led by Lity and Violet 
are dogging all routes 
to the bank with 
armed vehicles. 
Downtown traffic 
makes normal police 
pursuit too dangerous. 
Calling the Batmobile 

I Go for it! Clear the round before the countdown timer runs 
out. (The timer lasts for 90 seconds, starting at 1,30). 

I Drive over Turbo icons to keep turbo power stocked up. 

ft Swerve around civilian vehicles. Collisions damage the 
Batmobile and slow it down. 

I If you hit too many civilian cars, the police will set up a road 
block and you'll lose 1 life. 

I Drive on sidewalks to beat traffic jams. Street lights and stairs 
do little damage, but fire hydrants cause severe damage. 

ft Drive at top speed, dodging all cars until you catch up with 
Lily and Violet, cruising in super-fast Cobras. Once you catch 
up to the girls, their henchmen in road-hog Caddies will go 
after your tail. Blow 'em away! 

ft Lily and Violet toss mushrooms, pumpkins and Venus fly-traps 
from their speeding cars. Watch out! Small pumpkins can be 
picked off with rockets. Giant pumpkins are impervious to 
everything but missiles! 

ft Clear the veggies and plants to reach Poison Ivy's girl-thugs 
and end their driving careers! 

10 

act 2: POISON HIV'S GETRUIDY! 
Poison Ivy must be 
stopped before she 
escapes with Gotham 
City's funds. Only one 
crimestopper alive can 
handle this emergency 
.. Batman! 

ft Drive at your fastest 
speed to keep up 
with Poison Ivy's 
getaway van. 

ft Use all the weapons and tricks at your 
disposal. This level lasts until you defeat Poison Ivy, or the 
Batmobile is mortally damaged. 

I Be prepared! Poison Ivy's van is loaded with tough 
biologic weapons. If you think it's wussie stuff, just wait 
Jtit you plow head-first into a fast-growing hedge! 

I Poison Ivy tosses fast-growing trees as obstacles! Standing 
trees fall and crush you if you slow down. Shoot off the 
branches of flashing blue trees. Swerve around falling 
trees; you can't destroy their stumps. 

I Get a grip on your button controls to avoid spinouts and 
skids on flooded roads. 



ACT 3: THE RIDDLER'S ONE-TUIO PUNCH! 
The Riddler has 
hijacked Commis¬ 
sioner Gordon and is 
holding him hostage 
at the Gotham Toy 
Fair. The Man of a 
Thousand Laughs 
knows Batman will be 
onto him in no time. 
For a little joke, he's 
scattered special toys 
along the freeway leading 
to the Gotham Toys building — the route 
Batman must drive to rescue the Commissioner! 

I Tear up the streets! This powerhouse road race com¬ 
bines speed, strategy and driving skill. You must avoid 
The Riddler's 18-wheelers as they try to sandwich the 
Batmobiie in a squeeze play. Demolish all The Riddler's 
terrifying toys to clear the round, 

I Look ahead for weapon power-ups and be sure to drive 
over them to stock up on ammunition. You'll need it. 

I The Riddler's thugs drive old 5Qfs Caddies. When those 
trunk lids open, you never know what's going to pop 
outl 

I Grenades arc toward the Batmobiie and explode on 
impact. 

► Toy cars attack head-on or release scatter mines that 
explode on impact. 

I Helicopters swoop into the Bat mo bile's path and buzz it 
with bombing runs. 

► Huge inflatable toys wobble this way and that, then 
blow up, damaging the Batmobiie. 

act 4: THE RIDDLER'S GAME! 
The Riddler has 
lured the Batmobiie 
onto a virtual 
gameboard. Chess, 
backgammon, tic- 
tac-toe . . . the rules 
are the same for 
every game: avoid 
and destroy the 
rapidly shifting 
pieces! 

I Swiftly moving pieces blockade the Batmobiie on all sides. 
Driving skill and quick reflexes count more than speed! 

I The best way through this level is to blast everything ahead 
to clear your path. Be sure to get the special weapons power- 
ups at the beginning of the act. 

BATMAN'S UlflTUHL IDEAPQNS 
The Batmobile's defenses change to virtual weapons for The 
Riddler's Game, These are controlled just like the standard 
weapons. Be sure to collect their special power-ups: 

VIRTUAL TURBO 

Arm the Batmobile's virtual turbo power feature, 

VIRTUAL MISSILE 2X SHOT 

, Fire 2 virtual missiles per side with each button press. 

VIRTUAL MISSILE 3X SHOT 

Fire 3 virtual missiles per side with each button press. 

VIRTUAL SPRAY 

Launch virtual missiles in a triple spray from the front and 
both sides of your vehicle, 

VIRTUAL LOCK-ON RADAR 

Speed up your virtual missile firing time by 
locking-on to targets more rapidly. 
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act 5: THE JOKER LUFFS! CREDITS 
Once caught, The 
Riddler spilled the 
beans. More hostage 
action, and this time 
much closer to home! 

The Joker has Robin in 
a stranglehold at 
Gotham City's aban¬ 
doned amusement 
park, "Land O' Laffs." 
It's "pedal to the metal" 
as the Batmobile races to 

l You will run 4 sets of laps. You must complete each set 
within its own allotted time. Each set has 4 laps, for a grand 
total of 16 laps in the act. 

I Each set of 4 laps is different, with its own murderous 
dangers. 

I Bomber cars explode on contact. Keep away! 

AT SEGA 
Producer 

Product Manager 

Assistant Producer 

Marketing Specialist 

Lead Tester 

Bert Schroeder 

John Garner 

John Pedigo 

Clint Dyer 

Crisi Albertson 

Assistant Leads Joel Breton, Fernando Valderrama 

Testers 

Manua 

Janine Cook, Renato Alferez, 
Noah Mackenzie, Cesar Lemus, 
Atom Ellis, Arnold Feener, 
Mike Williams, Don Carmichael, 
Mark Subotnick, Sean Doidge, 
David Wood, Sean Potter, 
Mark Griffin, Todd Slepian, 
Nicole Tatem, Tony Borba, 
Rob Prideaux 

Carol Ann & Neil Hanshaw 

Digital Video Production & Compression 
Katherine Weathers 

act B: THORH'S CRSIHO 
Getting The Joker to 
talk was no easy feat. 
Now all fingers point 
to Rupert Thorn's 
floating casino in 
Gotham Bay as the 
hub of Gotham City's 
crime spree. There's 
only one way to get 
there ... in the 
Batwing! 

MUSIC i SOUND 
Game Music Composed & 

Guitars 

Electric Violin 

Gamepfay Sound FX 

Animation Score 

Animation Sound FX 

Produced by 
Burke Trleschmann 

J.D. Reilly 

Poindexter Wiggenbotham 

Brian Coburn 

Spencer Nifsen 

Dave Young 
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HI CLOCKWORK TORTOISE, IOC. 
Producer James Maxwell 

Assistant Producer Alan Fernandez 

Programmer Andrew Green 

Assistant Programmer John O'Brien 

Artists Robert Hemphill, Noel Hines, 
Chris George 

HI UIORHEO BROS. 0HIHATI0H 
Project Administration Chuck Ansel 

Story by Paul Dini & Bruce Timm 

Written by Paul Dint 

Directed by Bruce Timm 

Production Manager Haven Alexander 

Editorial Theresa Gilroy-Nielson 

Track Readers Bradley Carow, Denise Whitfield, 

Sheet-timer James Walker 

Storyboards by Kevin Altieri, Troy Adomitis, 
Brian Chin, Momcilo Lukic, 
Ronaldo Del Carmen, Curt Geda, 
Michael Goguen, Douglas Murphy 

Backgrounds by Roland Butz, Russell Chong, 
David Karoll, Rae McCarson, 
Felipe Morel I, Charles Pickens, 
Jerry Weesner 

Prop & Character Designs by 
Jonathan Fisher, Glen Murakami, 
Shayne Poindexter 

Animation Checkers Janice Browning, Brenda Brummett, 
Jennifer Damiani, Barbara Dranko, 
Karl Jacobs, Howard Schwartz 

Ink & Paint Jean DuBois, Kathryn Gilmore, 
Carolyn Guske, Eric Nordberg, 
Valerie Walker 

Production Assistant Steven Kindernay 

Xerox & Shipping Carlton Batten, Anna Durand 

LIMITED WARRANTY 
Svga <4 America, Inc. warrants to the original consumer purchaser that the Sega CD 
compact disc shall be free from detects in material and workmanship for a period of 
1,11 d.i\‘. ioirii ifn-iLiteot purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, Sega wifi repairer replace the defective compact 
disc at its opl tort, free of charge. This limited warranty does not apply if the defects have 
been caused by negligence, accident unreasonable use, modification, tampering or 
an\ other causes not related to defective materials or workmanship. 

To receive U.S. warranty service, call the Sega Consumer Service Department at: 
I -800-USA-SEGA 

in ret uive Canadian warranty service, call the Sega Canadian Consumer Service 
Depa rt men tat: 1 -80 0-fl 72-7342 

■ " I ■ M Id II k:\ YOUR SEGA CD COMPACT DISC TO YOUR REf AIL SLLLLR. 
Id turn the compact disc to Sega Consumer Service, Please call first for further 
lift i ui.iiion. If the Sega technician is unable to solve the problem by phone, he or she 

will provide you with instructions on returning your defective disc to Sega. The cost of 
n i inline the disc to Sega's Service Center shall be paid by the purchaser. 

REPAIRS AFTER EXPIRATION OF WARRANTY 

If your Sega CD compact disc requires repairs after termination of the 90-day limited 
w,manly period, you may contact the Sega Consumer Service Department at the 
unmhei listed above. If the technician is unable to solve the problem by phone, he or 
hi - ill .iik iso you of the estimated cost of repair. If you elect lo have the repair done, 
■ ■ will ni-i'tl to return the defective merchandise, freight prepaid and insured against 

Idv in damage, to Sega s Service Center with an enclosed check or money order 
p.ivubli tii Sega of America, Inc., for the amount of [he cost estimate provided to you 
U ihr 11 < link tan. ft, after inspection, Et is determined that your compact disc cannot 
In' ri’pain'd, ii wif! be returned to you and your payment will be refunded. 

LIMITATIONS ON WARRANTY 

\r i v . 11 !| »i 11 ablet m plied warranties, i nc I ud ing warra nties of merchantabi f i Ey a nd fitness 
inr a particular purpose, are hereby limited to 90 days from the date of purchase and 
are subjet i lo the conditions set forth herein. In no event shall Sega of America, Inc,, 
hr liable for consequential or incidental damages resulting from the breach of any 
repress oi implied warranties. 

\ tie provisions of this limited warranty are valid in the United States only. Some states 

cln not allow limitations on how long an implied warranty lasts, or exclusion of 

* tiin-equenlial ur incidental damages, so the above limitation or exclusion may not 

apply to you. This warranty provides you with specific legal rights. You may have 

other rights which vary from state to state. 

HANDLING YOUR COMPACT DISC 

J Mid Sega CD compact disc is intended for use exclusively on the Sega CD system. 

j Avoid bending the disc. Do not touch, smudge or scratch its surface. 

□ Do nut leave the disc in direct sunlight or near a radiator or other source of heat. 

Always store the disc in its protective case. 
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The Dark Champion knows your greatest fear! 

As one of the greatest fighters in history, 
you have been brought back to life to do 
battle with The Dark Champion. Resist his 
evil power or he will use your own 
greatest fear against you. 

4 ways to finish your 
opponent: vicious Overkills, 
shocking Sudden Deaths, 
ultrajpersonal Vendettas, 
and brutally graphic Cinekills™ 

is all nine original 
;ers, plus four new 
> and eleven hidden 

:hampion has his or her 
:al martial arts style like 
Karate, Tae Kwon Do, 
ickboxing and more. 

combinations ana special moves 
Tournament Modes like Russian 
e, Survivor, and Death Match. ' 

Available Now On SEGA CD! 

MATURE 

M 
AGES 17+ 
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Sega is a registered trademark of SEGA. Sega CD, Welcome to the Next Level, and Eternal Champions are trademarks of SEGA. Batman * and 

all related characters and elements are the property of DC Comics™ & © 1995. This game is licensed by Sega for home play on the Sega CD 

system only. Unauthorized copying, reproduction, rental, public performance or broadcast of this game is a violation of applicable laws. 

©1995 SEGA, P.0. Box 8097, Redwood City, CA 94063. All rights reserved. Software programmed in the U.S.A. 

Made and printed in the U.S.A. 


